TRAVEL PASS 


This pass drops you right into the wilds of the Sierra Nevadas. It is included for those 
of you anxious to start your Wilderness trek. All vocabulary words are clearly identified 
in uppercase, boldface type (eg, USE AXE); single keystrokes appear in brackets (eg, 
[RETURN]). Phrase sequences such as (USE KNIFE)/MAKE GEAR/USE BAIT/ 
USE GEAR/CATCH FISH represent a series of responses. Type in the first phrase, 
press [RETURN],and wait for a response from the program. When you see a flashing 
Square (the cursor), type in the next phrase. Parts of phrases in parentheses are op- 
tional. For an in-depth understanding of the complexities and challenges possible in 
Wilderness, consult your manual. 

Insert the Sierra Nevada Country side of your Wilderness Disk in the disk drive and 
turn on your computer and monitor. We suggest you use a color monitor to more vividly 
recreate nature. 

After a few moments, you see the title page. Press [RETURN]; the Main Menu appears. 
Select [1] A FIRST JOURNEY ON THE SUPPLIED MAP and press [RETURN]. The 
next screen you see, YOUR FIRST JOURNEY, asks you to insert the Journey Disk and 
press [RETURN]. Remove the Wilderness Disk from the disk drive, flip it over and 
reinsert it with the Journey side of the disk up; then press [RETURN]. Now, reinsert the 
Country side of the disk, press [RETURN], flip it over again and reinsert with the Jour- 
ney side up, and press [RETURN]. 

Read the two pages of introductory information that appear on your screen. They con- 
tain facts you will need for successfully completing your journey. When you have com- 
pleted the introduction, press [RETURN]. 

You are transported to a remote location in the Sierra Nevada mountain range; the 
plane wreckage of your ill-fated flight appears in the foreground. MAKE SURE THE 
TINT ON YOUR MONITOR IS ADJUSTED PROPERLY. You also might be able to see 
mountain peaks, rivers and lakes, and stands of trees. You are looking at a three-di- 
mensional panorama of the immediate surrounding area. In Wilderness terms, this is 
called the VIEW screen and is one of six information screens built into this adventure 
simulation. Now type TOPO and press [RETURN]. 

This is your topo map, a two-dimensional representation of the 90x67 mile area in 
which your journey takes place. Note the legends in the border of the map. Now press [S]. 

This scale feature magnifies a portion of the map. You can scan this map by using 
the following keys to move the magnification window: [K] moves right, [J] moves left, [I] 
moves up, [M] moves down. (You can also use arrow keys). Move around on the map 
until you see a large, white dot. That dot is the ranger outpost, your destination. Now 
press [V], then [RETURN]. 

You're back at the VIEW screen. To orient yourself and to discover where on the map 
your present position is located, you have to look around. Type LOOK RIGHT. You are 
looking at the landscape that is 90° directly to the right of your original point of view. Now 
type PAN RIGHT, and you see the surrounding terrain as if you were slowly turning your 
head to the right. Press any keyboard key to stop. The other surveying words you'll need 
are listed below. They all can be preceded with LOOK; PAN can be used only with 
RIGHT and LEFT. 


LEFT 90° left of current view 

RIGHT 90° right of current view 
HALFLEFT 45° left of current view 
HALF RIGHT 45° right of current view 
BACK 180° (behind) current view 

UP 45° above horizontal 


a  ——— 


DOWN 45° below horizontal 
FORWARD $s straight horizontal view 
SUN places sun in center of field of view 


You can use compass points (North, South, East, West) if you have the proper naviga- 
tion instruments or if you use the navigation techniques described in Chapter 3 of the 
manual. 

Now type STATUS. This screen, the third of Wilderness’ information sources, gives 
you an up-to-the-minute report on the environmental conditions, your physical state, 
and your goal percentage. Use the STATUS screen to find out what’s going on with you 
or your Surroundings at any given moment. 

Now type INV. This screen lists all supplies (and their present locations) from which 
you can choose your survival gear. The CANTEEN (with water) and the BACKPACK 
must be CARRYed. All food items must be PACKed. You can WEAR or CARRY (as 
appropriate) all other items. Notice what you are WEARing, what items have been 
PACKed for you (for this first adventure), what gear you are CARRYing, and what sup- 
plies remain on the ground (GND). 

The HELP screen, available by typing HELP, gives you up to ten of the most impor- 
tant pieces of survival advice for your situation at any particular moment in your jour- 
ney. But, it will cost you two points every time you ask for HELP. 

Press [V] to return to the VIEW screen. 

The panorama you see before you is displayed from your point of view. When you 
travel (using the words WALK or RUN), you move in the direction in which you are 
facing. 


Following every travel command, you are asked to indicate the number of hours to be 
traveled. Travel time can be expressed in tenths or hundredths of an hour as well as in 
whole-hour increments (eg, 2, 1:4, or 5.25). Your journey continues for the amount of 
time indicated unless something occurs to stop you. You can be interrupted by several 
categories of events. They include: 


¢ leaving acampfire without DOUSEing FIRE 
* presence of wild food sources 

¢ changes in weather conditions 

¢ changes in terrain 

¢ changes in health 

* presence of discarded items 

* encounters with wildlife 

¢ presence of shelter 


To manage the situations you encounter during your trek through the wilds, you 
must use one-, two-, or three-word phrases. SLEEP and WALK are recognized 
phrases, but some situations require a verb and a noun: WEAR PARKA or USE 
MATCHES. In other circumstances, you must use a verb, an adjective, and a noun: 
WEAR COTTON SOCKS or USE FIRSTAID KIT. Phrase sequence is important when 
trying to accomplish tasks which require several steps; the order is logical: USE GUN/ 
KILL BEAR/USE KNIFE/SKIN BEAR/USE MATCHES/MAKE FIRE/USE FIRE/ 
COOK BEAR/EAT BEAR. A listing of the most important vocabulary words appears 
on the reverse side of this pass. A comprehensive glossary with definitions and exam- 
ples is contained in the manual. 


GOOD LUCK 


Survival Phrases 


(Words in italics do not apply to your First Journey) 


Information Screens 


VIEW STATUS 
TOPO; SCALE HELP 
INVENTORY CLUE 


Navigating & Traveling 


WALK USE ROPE/USE PITONS/USE AXE/CLIMB 
RUN SWIM 
CRAWL USE RAFT/ROW 
Making Camp 
MAKE CAMP 


LOOK or PAN 
LEFT, RIGHT 


LOOK only 


HALF LEFT, HALF RIGHT, UP, DOWN, SUN, BACK, FORWARD, 
COMPASS, NORTH, SOUTH, EAST, WEST 


USE SHADOW/LOOK (compass point) 

USE SHADOW/LOOK AZIMUTH/type in degrees 

USE COMPASS/LOOK (compass point) 

USE COMPASS/LOOK AZIMUTH/type in degrees 

STATUS (note time)/LOOK SUN/estimate North 

STATUS (note time)/USE WATCH/LOOK AZIMUTH/type in degrees 


USE MATCHES/MAKE FIRE/USE FIRE/COOK (food) 
USE GLASS/MAKE FIRE/USE FIRE 

MAKE STICKS/USE STICKS/MAKE FIRE/USE FIRE 
USE FUEL/USE MATCHES/USE STOVE/COOK (food) 
DOUSE FIRE 

HANG (clothing) or FOOD 

(USE AXE)/MAKE HUT/ENTER HUT 

(USE AXE)/MAKE IGLOO/ENTER IGLOO 

(USE AXE)/MAKE TRENCH/ENTER TRENCH 

(DROP PAD)/DROP BAG/ENTER BAG/SLEEP or REST 
ENTER TENT 


Gear & Supplies (precede with PACK, CARRY, WEAR, DROP, or USE) 


AXE GLASS (magnifying) 

BACKPACK GLOVES SHORTS 

BAG (sleeping) HAT SNOWSHOES 
BALACLAVA JEANS STOVE 

BOOTS JERSEY SUNGLASSES 
CANTEEN KNIFE SWEATER 
COTTON SOCKS MATCHES TENT 

COVER (ground) MITTENS THERMOMETER 
CRAMPONS PAD (ensol) TRAP 
FLASHLIGHT PANTS TRINKETS 





FUEL PARKA UTENSILS 
GAITERS PITONS (and carabiners) WATCH 
GEAR (fishing) SHOES WOOL SOCKS 
Food & Cooking 
APPLES CARROTS PEAS 
BACON CHEESE POTATOES 
BEANS USE FIRE/COOK (food) RAISINS 
BOLOGNA EAT (food) SKIP (or IGNORE) FOOD, 
BREAD EGGS TASTE, SAMPLE (food) 
CANDYBARS FIND FOOD, FLAG FOOD TUNA 
RICE FIND WATER or GET WATER 
USE FIRE/USE UTENSILS/BOIL WATER DRINK WATER 
USE RAINCOAT/MAKE WATER (or RAIN, ICE, or SNOW) 
Health & First Aid 
USE SNAKEBITE KIT USE QUININE 
EXERCISE USE REPELLENT (insect) 
USE FIRSTAID KIT or USE SOAP EAT SALT TABLETS 
USE FLAGYL MAKE SPLINT/USE SPLINT 
IODINE TABLETS STOP BLEEDING 
LOWER HEAD or USE PRESSURE 
USE OXYGEN TANK USE SUNSCREEN 
CUT BODY/SUCK VENOM/USE PRESSURE 
Wildlife 
ADDER CROCODILE, CROC MOOSE 
ANACONDA ELEPHANT Mountain CAT 
BEAR FERDELANCE PUMA 
CANNIBAL, DANI FISH PYTHON 
COBRA GAME RATTLESNAKE, RATTLER 
COUGAR INSECTS TIGER 
JAGUAR WOLF 
Plants 
CACTI MUSHROOMS PLANTS 
FRUIT NUTS 
Weapons 
BOW (and arrows) SCARE (animal) 
CLUB CLIMB TREE 
GUN WAIT 
KNIFE USE (weapon)/KILL (animal) 
ROCK USE KNIFE/SKIN (animal)/ USE HIDE/ USE SEWING 
SPEAR KIT/MAKE (clothing) 


Miscellaneous 


ENTER AIRPLANE 
CARRY 

DROP, REMOVE 
STATUE 


GET PACK SAVE 
NATURE USE RESTORE 
ENTER OUTPOST 

ENTER CITY 


